"COUNCIL OF CLONES" (027) (First Draft) 
THE NEW ADVENTURES OF HE-MAN 
(#027) 


ACT ONE 

1. EXT. SHIELD 

We open in the midst of an all-out Mutant attack on Primus' Shield. 
He-Man and his squadron of Astrosubs drive off the attack, but the 
Shield has been severely damaged. It is doubtful that it can withstand 
another full-fledged assault. 


2. INT. ONNOR — COUNCIL CHAMBERS 

Sebrian is concerned. The council members are very tired from the 
effort of maintaining the Shield. They need rest, but who can possibly 
take over for them? He determines to find a way to reinforce the 


Shield. He sends out a planet-—wide appeal. 


3. ainT. nordor - Skeletor's hq 
Skeletor hears the appeal, and with Flogg's unwitting help, comes up 
with a plan. He will give the Inner Council just what they're looking 


for! 


4. EXT. Primus - Sebrian's house 

Sebrian learns of a possible answer to the crisis -- and it is in the 
hands of Skeletor! A source reports that old bonehead has a super- 
computer with a program that can create "clones" -- human replicants -- 
of anyone whose DNA patterns are available. Sebrian realizes that with 
such a program he might be able to clone the missing members of the 
Inner Council, returning the Shield to its former strength. He decides 
to get that program. 

He-Man advises against it: nothing from Skeletor can be good for 
Primus, he argues. But Sebrian, in his concern for the Council qand 


the Shield, overrides both He-Man and his own better judgement. 


3. EXT. NORDOR 
He-Man leads a surprise attack on Skeletor's stronghold. Surprisingly, 
He-Man finds the Mutant defenses weak, and his group has no trouble at 


all in invading the computer chamber, where they find the super- 


computer, an evil-looking high tech Frankenstein machine. But, with 


little time remaining, the Priman invaders realize they'll have to 


bring the super-computer itself back to Primus. By sub-space radio, 
Sebrian urges them to do so. Again, He-Man argues that it is dangerous 


to bring anything of Skeletor's to Primus; again, Sebrian overrules 


him. With the Mutants nipping at their heels, He-Man and the others 
blast off for Primus. 


And, watching from his secret stronhold, Skeletor just laughs when 


Flogg returns, saying that they blew it...they should have attacked in 


full force; on the contrary, things are going well! 


4. onnor - the scientists' lab 

The Four Scientists become ecstatic when they find the program to 
create super clones from human DNA patterns in Skeletor's super- 
computer. They can create an army of clones to defeat the Mutants! 


But their bumbling efforts succeed in overloading the program, creating 


a bunch of toy-like miniature clones, who behave like wind-up dolls, 
and soon self-destruct. With Sebrian's help, though, they manage to 
begin the process that weill replicate the missing members of the Inner 
Council. Finally, the super-computer is programmed to clone the 
sixteen missing council members from their DNA patterns. 

At He-Man's request, Sebrian agrees not to actually execute the program 


until the much slower Priman computers can analyze it. 


5. INT. NORDOR 


We see the scene in the Four Scientists' lab on a view-screen in 


Skeletor's chambers, where we learn along with Flogg and the other 


Mutants -- that he has total control over the super-computer. He 
allowed the Primans to steal it, knowing the Four Scientists could not 
resist putting it to use. And when they finally do clone members of 


the Inner council -- Primus will fall! 


6. INT. ONNOR —- SCIENTISTS' LAB 


Everything is ready. The Scientists wait for Sebrian's order. Suddenly 


the super-computer turns on. When the Scientists try to turn it off, 
it uses the robots in the lab (now under its control) to stop them. 


The scientists are locked in a closet. 


The sixteen Council Clones are created. They exit the room. A power 


shield falls over the super-computer. 


7.  .INT. ONNOR — COUNCIL CHAMBERS 


The sixteen Council members are welcomed like old friends. They take 
their places. Their energy resources are incredible: they can 
apparently maintain the shield by themselves! The other council 
members leave to get much needed rest. 


8. INT./EXT. ONNOR 


Immediately the sixteen council clones take control of critical areas 


of Onnor: the moving ramps, communications systems, weapons arsenals, 
and the spaceport. 


And the Shield is shut down. 


Skeletor issues a planet-wide video address. His clones have control 


of the planet and he will arrive within the hour to take total control 


of the planet. 
END OF ACT ONE 


ACT TWO 
9. EXT. onnor 


Sebrian, He-Man and the others are stunned at Skeletor's announcement. 


Despit overwhelming odds, He-Man decides to fight. Hydron and 


Flipshot lead fighter squadrons up to meet the incoming Armada. 


10. INT. mothership 


Skeletor laughs at the puny few fighters arriving to do battle with his 


Armada. This time, he cannot lose! 


11. EXT. oasis 
Caz and Drissi, alerted to the crisis, train the animals to run under 
the Mutants' feet to trip them up. It isn't much, but they do what 


they can. 


12. INT. scientists lab 
He-Man battles the robots while the scientists work on decoding the 
program for the shield that protects Skeletor's Master Computer, and 


finally the slower, Onnorian computer finishes analyzing the program 


and spits out a message:; the clone program is "dangerous for Primus." 


Everyone says, "No kidding!" 


He-Man and Tharkus work on a way to regain control of the planet's 


systems by reprogramming the local, smaller computers to override the 


master computer's instructions. 


The Inner council members return hurriedly to put their shield back up 


-—- but the super-clones easily stop them. Neverttheless, with the 


super-clones kept busy, the shield around Skeletor's master computer 
grows weak enough to breach. In a race against time -- and with much 


arguing -- the four scientists begin decoding the cloning program. 


13. in space 

Despite the odds, the Priman fighters, led by Flipshot and Hydron, 
manage to "float like butterflies and sting like bees," enough to keep 
Skeletor and the Mutants busy and their attention diverted from what is 


happening on Primus. 


14. EXT. onnor 
But they must battle mad machines to do so. And the Mutant Armada 


draws nearer each second. 


The Onnorian computers finally finish analyzing the program and 


discover that 


The clone program is overridden just as the Armada arrives, and starts 


turning the full-size clones into smaller and smaller -- and more and 


more -- replicas, until they're running around like little wind up 


Council member toys! 


Clones are real people can we destroy them? 
Sebrian, who feels guilty because he chose to run the clone program 


against He-Man's = advice, volunteers to sacrifice himself to do 


something that will kill him, but might stop the invasion. Perhaps he 


battles the massed minds of the clones, keeping them busy while He-Man 
and the others get to the Master Computer. 

This is a story about Sebrian's arrogance: in sending the party to 
retrieve the computer and in deciding to use it. For that he must pay 
with his life. But He-Man stops the program just as Sebrian sinks to 
his knees, defeated by the clones. But the remaining council members, 
refreshed by their rest, come back with the Shield stronger than ever. 


The clone mutants have taken control of the council chambers. 


The super-computer has a shield protecting it. 
Onnorian robots are under the control of the clones. He-Man and team 


must battle them to get to the computer. 


Perhaps they defeat the super-computer by turning on EVERYTHING. He-Man 


realizes that the clones have only taken over key systems and robots. 


They cannot control everything -- if they are forced to try (by 
overloading the system) the computer will short out. The clones will 


"fade away" without their power source. 


